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IINTRODUCTION

Karaccia is a classic heroic fantas� RPG settin� for 
low-level adventures, reminiscent of a thunderous 
valle� from the earl�  90s.  Within �ou’ll  find an 
overview of  the  e�on�mous  valle�,  as  well  as  a 
�reat wa� to introduce �la�ers to both the settin� 
and to Troll Lord Games’ Castles & Crusades® RPG 
via three adventures:  The Crimson Caverns,  The 
Relic of Fallsbarrow, and The Brinkwood Thicket. 

This module can easil� be �la�ed with an� OSR 
(or even 5E) �ame s�stem with minimal effort, but 
is  of course written with Castles & Crusades in 
mind.  Likewise, the valle� of Karaccia can easil� 
be  �laced  within  the  mountains  of  whichever 
cam�ai�n settin� �ou �refer, and the reli�ions and 
lore tweaked to reflect that, but it is written with 
Mith�arthr  Entertainment’s  Vaedz'Eb  settin�  as 
the  default.  To�ether  with  MECC2:  Ne�ord  and  
Be�ond and  MECC3:  The  Knaves  o�  Ne�ord,  this 
trilo��  brin�s  new  PCs  from  first  level  u�  to 
around 5th, and �re�ares them for adventurin� in 
the  wider  realm  of  Imlar,   which  is  detailed  in 
MECC4: The Realm o� Imlar. 

These modules are �erfect for startin� a new OSR-
st�le cam�ai�n with the Castles & Crusades �ame. 
The  earl�  adventures  are  sim�le  enou�h  that 
�la�ers  new  to  this  st�le  of  �la�  (or  RPGs  in 
�eneral)  can  en�o�  them  without  too  much 
frustration, while learnin� the ins and outs of the 
�ame and the �la� st�le; the later adventures �row 
more challen�in�, while still �ivin� the characters 
a relativel� safe �lace to adventure in. 

However, thou�h the adventures ma� be written 
with the novice �la�er in mind, the text �resented 
is intended for ex�erienced Castle Kee�ers/Game 
Masters who know how to use a module as raw 
material to for�e their own �reat tales. You’ll find 
no  advice  on  how  to  run  encounters,  how  to 
ex�and areas, what to do when �our �la�ers are 
craz� murder-hobos and �o wa� off the �ath, nor 
an�  other  hand-holdin�  here.  You’ve  �ot  this, 
thou�h.

Synopsis
Res�ondin�  to  a  flier  �romisin�  �a�ment  for 
kobold heads, the �art� has �athered in the town 
of Brink in the northern end of the valle�. From 
there,  the�  set  out  on  an  ex�edition  to  the 
Crimson  Caverns,  the  known  location  of  the 
kobolds’  lair.  After  �rovin�  their  mettle  a�ainst 
those vicious scam�s, the PCs are im�lored b� the 
local  head of  the Church of  Erm to recover an 
artifact from Fallsbarrow, which is needed to save 
the life of an im�ortant cleric. 

Not  lon�  after,  durin�  the  annual  Bri�htbloom 
festival, the town is overrun b� �iant s�iders who 
take the festival �rincess into the Brinkwood. In 
their effort to save her, the PCs will uncover a �lot 
b� a tribe of elves to use her as a sacrifice. The PCs 
will  have  to  aid  them to  convince  the  elves  to 
release their �risoner.

THE VALLEY OF KARACCIA

The  Valle�  of  Karaccia  is  a  �leasant  mountain 
basin, enclosed almost com�letel� b� sheer �ranite 
walls reachin� half a mile into the sk�. The basin 
is surrounded b� im�assable mountains, the onl� 
e�ress bein� a �assa�e in the southeast. 

Two rivers enter the valle�.  The first,  known as 
the Fallflow, dro�s in as the Echo Falls near the 
town of Brink in the northwest and is fed b� the 
Hazel�lade Creek before  it  �oins  the  Corkorran. 
The  Corkorran  river  meanders  in  throu�h  the 
hills in the �assa�e to the southeast. The cit� of 
Nefford is situated at the confluence of the two, 
and  from  there  it  flows  southwest  to  feed 
Gor�ewater Lake. The Corkorran then exits and 
continues south from the lake, �assin� under the 
mountains where it continues on under�round for 
some wa�. 

The northern and southern �ortions of the valle� 
are covered with dense woods. In the north is the 
Brinkwood  –  dark,  wild,  and  untamed.  In  the 
south  is  the  more  hos�itable  Stonedurn  Grove, 
thou�h it too harbors dan�ers. 
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Humans  account  for  75%  of  the  �o�ulation, 
Halflin�s  15%,  Dwarves  5%,  Elves  4%,  and 
Gnomes an a��ro�riatel� wee 1%. The Humans 
are �athered mainl� in the three towns of Brink, 
Southshore,  and Nefford.  Brink and Southshore 
are both ecclesiarchies (the� are run b� the head 
clerics  of  their  local  churches)  while  Nefford  is 
technicall� run b� a democraticall� elected town 
council,  but is in effect run b� the two �owerful 
merchant families of Barle�fellow and Black�rove.

The  Halflin�s  who  don’t  live  amon�  Humans 
(which is the ma�orit� of them), live in the smaller 
villa�es  of  Addersfield,  Stanw�ck  Crossin�,  and 
Wealdstone. Dwarves and Gnomes mostl� live in 
small clan settlements du� throu�hout the eastern 
hills,  which is  also home to their  sizable cit� of 
Grime�arde. Additionall�, a �oodl� �ortion live in 
the Kneetown �uarter of Nefford. The Elves have 
a few small hamlets scattered about the woods of 
Karaccia, thou�h most are settled in the town of 
Gul  Nalore  which  is  nestled  in  the  forest  of 
Stonedurn Grove to the southwest. 

The  Humans  of  Karaccia  are  �enerall�  friendl� 
folk,  more  curious  of  outsiders  than  war�.  The 
Halflin�s are similar, if not more amiable, as are 
the  Gnomes.  The  Dwarves,  while  not 
disa�reeable,  do tend to kee� to themselves and 
their  Gnome  cousins.  You  will  find  Dwarves 
workin�  with  the  other  races  –  tradin�, 
adventurin�,  etc.  –  but  will  rarel�  see  them  at 
festivities and social �atherin�s. The Elves tend to 
come off as cold and emotionless, but can o�en u� 
warml� to those who have �roven themselves to 
be �ood, honest folk. 

The climate is tem�erate, and the mountains kee� 
the valle� sheltered from most  extreme weather. 
S�rin�s are wet and warm, and Summers mild and 
dr�;  tem�eratures rarel� reach above 90 de�rees. 
Autumn is cool and dr�, and Winter, while cold, is 
considered �leasant with �entle snowfalls throu�h 
most  of  Coldmonth,  Newmonth,  and 
Fathermonth.

TThe Humans Of Karaccia
Of the four �rou�s of men created b� I’crenhellem, 
the  �eo�le  of  Imlar  (and  thus,  Karaccia)  come 
from Earth-folk stock. The Earth-folk have rudd� 
com�lexions, hair that is brown, blonde, or red, 
and hazel, �reen, or blue e�es. Men avera�e 6’ in 
hei�ht  and 180 �ounds in wei�ht,  while  women 
stand  5’8”  and  wei�h  130  �ounds.  The�  are 
�atient,  �ractical,  and  lo�al  folks  who  tend  to 
a��reciate fine food and drink,  often to a fault. 
Their lo�alt� can also turn into stubbornness.

Culturall�  and  technolo�icall�,  Imlar  is  not 
dissimilar to Euro�e around the 11th centur�. Of 
course there is ma�ic, but while not unheard of it 
certainl�  couldn’t  be  considered  common�lace. 
The  PCs  will  of  course  run  into  ma�ic  on  a 
relativel�  re�ular  basis,  but  that  does  not  mean 
that their ex�erience is one of the common man; 
few �eo�le are called to become wizards, fewer still 
live to reach an� level of si�nificance, and those 
who  do  most  certainl�  don’t  s�end  their  time 
floodin�  the  world  with  chea�  ma�ic  items  and 
enchantin�  ever�thin�  under  the  sun to  re�lace 
some modern amenit�! 

Likewise,  while  the  vast  ma�orit�  of  Humans 
belon� to the Church of Erm and are faithful to 
the �oddess,  few are  called to actuall�  serve the 
church, and of those who do fewer still  become 
clerics. Further, clerics rarel� meddle in the natural 
course of life for the faithful, of which in�ur� and 
sickness is a �art. 

One  form  of  ma�ic  that  could be  considered 
almost  common�lace,  however,  is  alchem�. 
Potions are �enerall� eas� to �rocure, de�endin� 
on the size  of  the market  one’s  searchin�.  And, 
unlike  those  often hawked b�  the  unscru�ulous 
t��e  in  medieval  Euro�e,  those  found  in  Imlar 
work (usuall�…). 

Common dress  for  men is  a  linen tunic  with  a 
wool  overcoat,  linen  under�ants  with  wool  or 
leather breeches, and leather boots or shoes. Hair 
is  usuall�  worn  shoulder  len�th  and  tied  back, 
thou�h  st�les  run  the  �ambit.  Women  �enerall� 
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wear  a  linen  smock  under  a  wool  kirtle,  with 
leather shoes. Hair is usuall� worn lon�, �arted in 
the center and braided, with a veil  coverin� the 
to� if  the woman is  married.  Of course,  women 
who are adventurers will likel� dress for their �ob, 
and not for the court. The most common colors 
for clothin� in the re�ion are �re�, black, red, and 
�reen. Qualit� blue d�e is  extremel� rare in this 
re�ion  and  must  be  im�orted,  so  it  is  almost 
exclusivel� worn b� nobles and ro�alt�.

TTime And The Calendar
Not even the �reatest of scholars are certain as to 
the  sha�e  of  the  world,  nor  how  exactl�  it  is 
ali�ned to its sun, moon, nor to the stars in the 
sk�. What is known, thou�h, is that the sun rises 
each da� and sets  each evenin�,  with earl� rises 
and late sets in the summer and late rises and earl� 
sets in the winter. The sun’s �osition in the sk�, 
thou�h, is  alwa�s directl� east  to west alon� the 
e�uator; it does not waver throu�hout the �ear. 

A full �ear, as measured between winter solstices, 
is  336  da�s.  The  calendar  used  in  Imlar  is 
com�rised  of  12  lunar  months  of  28  da�s,  with 
each month be�innin� on the full moon. 

The �ear be�ins on the first of Newmonth, which 
on the Imlarian calendar coincides with the winter 
solstice.  The  winter  months  continue  with 
Fathermonth and  Thawmonth.  The  first  of 
Flowermonth brin�s  us  the  s�rin�  e�uinox,  and 
Birthmonth and Clearmonth finish u� the season. 
The  summer  solstice  occurs  on  the  first  of  the 
a�tl�  named  Sunmonth,  with  Firemonth and 
Ambermonth �rovidin�  warmth as  well.  Finall�, 
the  �ear  be�ins  to  wind  to  an  end  when  the 
autumn  e�uinox  arrives  on  the  first  on 
S�uashmonth,  and  Darkmonth and  Coldmonth 
brin� the �ear to a close. 

Months are divided into four weeks of seven da�s, 
which  are  named  after  the  Church  of  Erm’s 
creation stor� (which mirrors the actual timeline 
of I’crenhellem creatin� the world; her �ersona of 
the �oddess Erm is more like her than an� of her 
other �resentations). The� are  Sunda�,  Moonda�, 

Waterda�,  Windda�,  Earthda�,  Fireda�,  and 
Restda�. 

The current �ear is 268 PS (Post Sceleris). This is 
numbered  from  the  �ear  when  Kin�  Henr� 
Elmson of Imlar slew the foul dra�on Sceleris. 

Another common reckonin� of the �ear is  from 
the foundin� of the kin�dom, in which case the 
current �ear is 709 AI (A�e of Imlar). 

This adventure be�ins on Moonda�, the 16th of of 
Flowermonth, 268 PS.

The Church Of Erm & 
Other Religions Of The Region
The �redominate reli�ion of the realm is b� far the 
Church  of  Erm.  The  church  worshi�s  the 
“�oddess”  Erm, who is in fact an Immortal bein� 
named  I’crenhellem.  I’crenhellem  manifests  in 
three main wa�s to the �ood folk of Imlar. First 
and foremost,  to the Humans and Halflin�s she 
a��ears as the �oddess of life and creation, Erm. 
Erm  a��eared  often  durin�  the  first  five 
�enerations  of  Men,  to  �uide  them  in  livin� 
fulfillin� lives and celebratin� the world in which 
the� live. She will still manifest from time to time, 
but an�more her �resence is mostl� felt throu�h 
her clerics and their ma�ic.

Thou�h the  worshi�  of  Erm has  been with  the 
�eo�le from the be�innin�, the Church of Erm as 
it exists toda� was founded in the �ear 3 AI. Prior 
to this, althou�h worshi� of Erm was the common 
reli�ion, there was no central church and methods 
of �ra�er and ritual  could var� wildl� from one 
villa�e to the next. The first kin�, Imlar Elmson, 
realized  that  his  �eo�le  would  be  stron�er  and 
more unified if he were to brin� them to�ether in 
the worshi� of their Blessed Mother. 

So, be�innin� almost immediatel� after assumin� 
the  crown,  he  �athered  hol�  men  from  all  the 
villa�es across the re�ion – those who had �oined 
the kin�dom and those who hadn’t �et – and over 
the  course  of  a  �ear  the�  debated  hol�  texts, 
com�ared �ra�ers  and rituals,  and com�iled the 
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doctrine which would establish the official, unified
Church of Erm.

The Church believes that all acts a�ainst life are
sins; abuse, assault, torture, murder, and the like,
are all considered to be inflicted u�on the �oddess
in  addition  to  the  victim,  and  as  such
�unishments �enerall� are swift and harsh. 

The Church believes that life should be celebrated
and cared for, as life is a direct and �owerful �ift
from  the  Blessed  Mother.   However,  it  also
believes  that  the  evil  races  and  creatures  are  a
mocker� of Erm’s �ift, and should be snuffed out.

The  Church,  above  all,  reviles the  undead  and
those who worshi� the Prince of Undeath, Orcus;
these loathsome bein�s should alwa�s be sou�ht
out, and destro�ed when found. 

Not  all  �eo�le  follow  the  Church  of  Erm,
however.  To  the  Elves,  I’crenhellem  a��ears  as
�reat Tree S�irits. Most tribes of elves will have a
sacred  tree  the�  revere,  around  which  the�’ve
built  their  communities,  and  I’crenhellem
communes with the s�lvan bein�s in this manner.
To  the  Dwarves  and  Gnomes,  I’crenhellem
communes  throu�h  Grazdad Stonefather,  an
amal�amation of their ancestors. Thou�h the�’re
celebratin� their ancestors, most fail to realize that
in  doin�  so  the�’re  celebratin�  the  bein�  who
brou�ht their ancestors into creation. 

Orcus is  another  Immortal  who,  unfortunatel�,
has swa� over this world. He has �resented to the
mortals of Vaedz’Eb in man� different �uises. He
has and does a��ear as “himself,” in the sense that
he has followers who worshi� what the� know as
a �oat-headed “�od” of undeath whom the� call
Orcus. He has never revealed the true nature of
Immortals, and thus himself, thou�h. Some of the
other  known  �resentations  of  Orcus  are  as  the
ser�ent-�od  R’aht-Amómn,  the  ancestor  worshi�
of the orcs, and the �oddess of death Sra’ha, whose
worshi� was briefl� inte�rated into the Church of
Erm before bein� outlawed in the �ear 159 PS. 

PPlayerr Characters
Pla�ers ma� make characters of almost an� race or
class  from  the  Castles  &  Crusades  Pla�er’s
Handbook, with the followin� exce�tions:

Half races do not exist on the world of Vaedz'Eb, be
the�  the  relativel�  mundane  half-elf,  or  the
abominations known as half-orcs. The �ood races
(Dwarves, Elves, Gnomes, Halflin�s, and Humans)
are distinct, and are �eneticall� incom�atible with
each other for creatin� offs�rin�. And, the idea of
Erm’s  beautiful  creations  bein�  ca�able  of
breedin� with the vile  races  created b� Orcus is
lau�hable at best, and heres� at worst.

Additionall�, monks are extremel� uncommon in
Imlar,  if  not  com�letel�  absent  alto�ether.  The
monasteries  and  sects  which  �roduce  monk-
classed  characters  are  almost  exclusivel�  located
far to the east, in the lands of the Wind-folk. 

Settlementss Off Karaccia
There are a handful of villa�es and towns that dot
the landsca�e of Karaccia. Most of them are small,
havin�  �o�ulations  of  �ust  a  few  thousand  at
most,  with  Nefford  and  Grime�arde  bein�  the
exce�tions.

ADDERSFIELD
This  small  Halflin�  villa�e  is  the  closest  of  an�
others  to  Brink.  Most  of  the  500  villa�ers  are
shee� ranchers, with the wool from this area bein�
used all throu�hout the valle�. 

BRINK
Located �ust  a  few short  miles  east  of  the  Echo
Falls, the farmin� communit� of Brink is detailed
later in the adventure The Crimson Caverns.Sample File



DALDOOR
Nestled in the hills  alon� the Corkorran, in the
�assa�e  into  Karaccia,  is  the  small  villa�e  of
Daldoor  with  a  �o�ulation  of  onl�  about  700
�eo�le.  Once known b� the name of Nilbottom
(and �rior to that man� others over the centuries),
the villa�e is famous re�ardless of its current name
for  its  road house,  The Nervous  Sta�.  Standin�
�roudl� for the last 431 �ears, the Sta� is known to
serve some of the finest ales in all of Imlar. 

GRIMEGARDE
This cit�, with a �o�ulation of 6,000 Dwarves and
Gnomes,  is  the  lar�est  Dwarven  settlement  in
Imlar which is not �art of the Kamoz Kamozian
em�ire.  Thou�h,  it  is  also  the  onl� Dwarven
settlement in all of Imlar which is not �art of the
em�ire.  The Grime�arde Dwarves s�lit  from the
Kamozian em�ire over 1,000 �ears a�o as the� had
interest  onl�  in  minin�  and  craftin�,  and  none
with the wars the em�ire was en�a�ed in at  the
time. Thou�h �eace did eventuall� return to the
Kamozian Dwarves,  the Dwarves  of  Grime�arde
remained an inde�endent state. Here live some of
the  best,  most  renowned  artisans  not  onl�  in
Imlar, but on the entire world of Vaedz'Eb. 

GUL NALORE
This verdant, serene Elven villa�e located in the
heart of Stonedurn Grove is detailed in MECC2:
Ne�ord and Be�ond.

MEANORA
A small villa�e of feral woodland Elves, Meanora
is detailed later in the adventure The Brinkwood
Thicket. 

NEFFORD
The de �acto ca�itol of Karaccia, the relativel� lar�e
cit� of Nefford is �ositioned rou�hl� in the center
of  the valle� where the Fallflow and Corkorran
rivers  meet.  Nefford  is  detailed  extensivel�  in
MECC2: Ne�ord and Be�ond.

SOUTHSHORE
Nestled alon� the southern shore of Gor�ewater
Lake, Southshore is a fishin� town about twice as
lar�e  as  Brink,  with  a  �o�ulation  of  5,000.
Southshore  is  detailed  in  MECC2:  Nefford  and
Be�ond.

STANWYCK CROSSING
Another  of  the  small  Halflin�  settlements  with
about  500  folks,  the  �uaint  river  villa�e  of
Stanw�ck  Crossin�  is  know  for  the  beautiful
covered  brid�e  the�  maintain  which crosses  the
Fallflow  river  and  �rovides  eas�  access  to  the
Brinkwood. 

TORRMOUTH
Once a small lo��in� villa�e, Torrmouth is razed
b� a tribe of orcs durin� the events of  MECC2:
Ne�ord and Be�ond.

WADDLEBY
This  villa�e  is  a  common  wa�  �oint  for  those
travelin� between Nefford and Southshore, as it’s
rou�hl� half wa� and boasts a �ublic house called
The  Sore  Foot  which  is  known  for  havin�
es�eciall� fine meals. 

WEALDSTONE
A Halflin� farmin� communit�, the 300 residents
of  Wealdstone  �enerall�  kee�  to  themselves.
The�’re  not  unfriendl�  to  outsiders,  the�  �ust
rarel� leave their home and e�uall� as rarel� have
visitors. 

WOOD’S HOLLOW
This fishin� and lo��in� villa�e of 1,000 �eo�le is
detailed in MECC2: Ne�ord and Be�ond.
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DDangerous Locations
Man� locations  on  the  ma� are  labeled  in  red. 
These  are  the  locations  of  dun�eons  or  other 
adventure  sites.  The  Crimson  Caverns, 
Fallsbarrow,  Qachurai’s  Sink,  Stran�lehole,  and 
Thalanil’s Pour are detailed in this module. The 
Blackblade  Clan,  The  Lair  of  Duobraxis  the 
W�rm,  The Lizard  Cove,  and the  Yellow Hawk 
Clan  are  all  detailed  in  MECC2:  Ne�ord  and  
Be�ond. The few remainin� are described below.

THE KARACCIAN DEPTHS
In the western-most area of Karaccia, a lar�e cave 
o�enin� in the side of the �ranite cliffs belches out 
�usts of wind which carries the stench of sulfur. 
There are rumors that a �reat dra�on lives in these 
caverns;  a  handful  of  men over  the  �ears  have 
claimed  to  have  seen  the  best  comin�  or  �oin� 
from the location. However, none have ever been 
brave  enou�h  to  find  out  whether  or  not  the 
rumors are true.

The Karaccian De�ths are indeed the home of a 
seasoned red dra�on,  Vermilarian Pestiferous. For 
reasons unknown to an�, Vermilarian en�o�s the 
valle� of Karaccia and as such she has never laid 
waste to an� �ortion of it; the dra�on �refers to fl� 
northwest into the mountains to hunt. It has been 
close to 30 �ears since the last re�orted si�htin�, 
leadin� some to believe that if the dra�on is real, it 
has either died, left, or is slee�in�. None of these 
are true, thou�h with the state of rest the she has 
been in for the last few �ears, the dra�on is not far 
from fallin� aslee� for the next few decades. 

More  information  about  Vermilarian  can  be 
found in MECC2: Ne�ord and Be�ond.

THE LOST TOMB OF KARAC THE LEARNED
Most knowled�e of its existence is likel� lost, and 
an� knowled�e of its location is certainl� lost; this 
is the final restin� �lace of the �reat wizard Karac 
the Learned, who founded and �ranted his name 
to this valle� man� centuries a�o.  The few tales 
that  do  survive  tell  of  a  tomb  �rotected  b� 
�houlish  tra�s  and  hellish  ma�ic,  but  which 
harbors riches untold. 

SILKWORM HIVE
A  lab�rinth  of  under�round  tunnels  which  are 
home to  �iant  silkworms.  Industr�  around their 
silk has be�an to s�rin� u� in the town of Nefford, 
thou�h the  folks  workin�  the  site  have  no idea 
what horrors lurk in the dee�, dark de�ths of this 
hive. 

VINVALDÛR MINE
Once  the  �ride  of  Grime�arde,  the  Vinvaldûr 
Mine used to be a �roductive network of co��er 
and iron mines.  About 150 �ears a�o durin� an 
event known as “The Tra�ed�,” almost all of the 
workers were slain and the mine was sealed. Man� 
tales are told about what reall� ha��ened that da�, 
from  an  alchemical  ex�losion  to  a  demonic 
invasion, but no one knows for sure an�more.

Recentl�, rumors have be�un to come out of the 
area  that  stran�e  li�hts  and  noises  have  been 
comin� from the mines at ni�ht.

THE CRIMSON CAVERNS

Irru�  the  Kobold has  been causin�  trouble  near 
the  town  of  Brink!  This  wil�  creature  and  his 
small band of rabble-rousers have recentl� moved 
in to some nearb� caves known as the Crimson 
Caverns, and the� have been harassin� a few of 
the lo��ers who live in remote homesteads on the 
northern  side  of  the  river.  Father  Stev�n 
Coldmantle,  the  head  of  the  town,  has  �osted 
fliers  all  over  the valle�,  ho�in� to attract  some 
adventurous t��es to take care of Brink’s kobold 
�roblem. 

It  is  recommended  that  Human  and  Halflin� 
characters  be  from  a  homestead  near  Brink,  as 
havin� ties to the town will �ive them motivation 
for the events of  The Relic of Fallsbarrow. Other 
races  should  be  from  the  valle�,  but  the  exact 
location isn’t im�ortant. 

Once  the  �la�ers  have  �otten  their  characters 
read�, �ive them Handout #1 and read the text in 
the Startin� the Adventure section aloud. 
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TThee Townn off Brink
Located �ust east of the Echo Falls, the small town
of Brink is a lawful farmin� communit� of some
2,000 �ood folks run b� Father Stev�n Coldmantle,
head  cleric  of  the  Church  of  Erm.  Father
Coldmantle is an a�in� man in his late 60s who is
�enerall� kind-mannered, dresses sim�l� and lives
humbl�.  He  has  taken  a  �oun�  cleric  named
Ariabelle Rosefall under his win� and is �re�arin�
her  to  take  over  as  head  of  the  town’s  church
when he  retires.  Both  Stev�n and Ariabelle  are
loved b� the communit�, and love it themselves in
return.

FATHER STEVYN COLDMANTLE
5th level human cleric
AC: 10 h�: 14 MV: 30’ D: LG
Str: 9 Dex: 10 Con: 8
Int: 14 Wis: 18 Cha: 14 

The center of town hosts a handful of business,
but most of the �o�ulation is s�read out amon�
homesteads which are located south of the river,
mostl�  within  a  mile  or  so  of  the  town �ro�er.
There  are  a  few  �oat  ranchers  who  live  in  the
�rass� hills northwest of town, however, and the
Halflin�  villa�es  of  Addersfield  and  Stanw�ck
Crossin� both consider themselves �art of Brink
as well. 

Peo�le who claim Brink as their home must �a�
10%  of  their  income  to  the  church.  This  is
collected on the 1st of Thawmonth, Clearmonth,
Ambermonth, and Coldmonth.

It  is  ille�al  to carr� ed�ed wea�ons while  in the
center  of  town.  Unless  �ust  �assin�  throu�h,
wea�ons must be checked in at the church, where
a recei�t for items will be �iven. There is no fee to
kee� wea�ons there, and the� are �uaranteed to be
safe when PCs return for them as the� leave town.

Assault,  murder,  slander,  tithe  avoidance,
blas�hem�,  and  theft  are  all  ille�al.  Most  are
sentenced  with  �ail  time  and/or  fines,  thou�h
murder almost alwa�s results in �ublic han�in�. 

Laws are enforced b� the town �uard which is led
b�  Brother  Allecks  Goldenfoot  (a  2nd-level
fi�hter), who is an anointed man of the Church.
Brother  Allecks  is  in  char�e  of  a  �rou�  of  ten
normal men. 

BROTHER ALLECKS GOLDENFOOT
2nd level human fi�hter
AC: 12 (leather) h�: 19 MV: 30’ D: LG
Att: short short Dm�: 1d6+1
Str: 13 Dex: 10 Con: 17
Int: 7 Wis: 12 Cha: 12

TOWN GUARDS
AC: 12 Lvl: 1 (d8) Size: M MV: 30’
Att: s�ear Dm�: 1d6
Save: P Int: Av� D: LG XP: 11 each
HP: 6 each

ALCHEMIST
Ael�nthi,  a  shrewd  male  Elf,  kee�s  a  small
selection of �otions in stock. He has 1d4 of each
for  sale  at  an� �iven time.  He will  also  identif�
unlabeled �otions for a cost of 75��. 

Protection from Evil 300��
Potion of Shield 300��
Potion of Heal Li�ht Wounds 300��
Potion of Aid 800��

BOATWRIGHT
Grollen Humbleweaver,  an  elderl�  Human  man,
sells sim�le river rafts  (5’ x 8’) for 250��. He’ll also
ferr� u� to 4 �eo�le at a time across the river for
5s� �er �erson.

THE CHURCH OF ERM
As  the  lar�est  buildin�  in  town,  the  church
doubles  as  the  town  hall.  All  im�ortant
ha��enin�s in Brink are centered on the church.
In addition to Father Coldmantle and Ariabelle,
the church houses the men of the town �uard, and
an  additional  four  �oun�  men  who  serve  as
acol�tes.
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Father Stev�n will cast Heal Li�ht Wounds on those
in�ured in service of the Church for a donation of
50��,  and  will  likewise  Remove Banes,  Remove
Maladies, and the like for a donation of 150��. It’s
im�ortant  to  note  that  these  kinds  of  services
aren’t  �enerall�  offered  to  the  �ublic;  in�ur�,
disease, and the like are natural �arts of life, as is
death.  The  Church  �enerall�  doesn’t  meddle  in
natural order of thin�s which Erm has established,
but does makes exce�tions for those who �ut their
lives in �eril while in service of the Church and its
�oals. 

GENERAL SMITH
Two smiths  in  town,  Shaun Barlow and  Tristan
Bird (both Human males), �rovide items like nails,

horseshoes,  s�ikes,  and  other  similar  mundane
items  to  other  sho�s  and merchants,  as  well  as
directl� to townsfolk.

HORSE SELLER
Joris and Yoland Shin,  a married Human cou�le,
sell ridin� horses for 100��. A saddle and bridle is
20��,  and saddleba�s cost  5��.  Feed is  2s� for a
week’s worth.

LEATHERCRAFTER
Audra Windsir,  a  comel� and flirtatious Human
female in her 20s, sells leather armor for 15�� and
studded leather for 30��. 
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THE OBEDIENT SQUIRREL
A  sim�le,  two  stor�  inn  and  tavern  run  b�
Warmund  Marinus,  a  �rum��,  middle-a�ed
Human male who tolerates few shenani�ans. 

Ale 5c� Stew 1e�
Beer 1s� Fowl 1��
Wine 5s� Mutton 2��
Mead 1�� Room 1��

PROVISIONS
Two  different  �eneral  stores  are  in  town;  the�
usuall� have the same stock.  One is  run b� the
�ovial  Terence West (a middle-a�ed Human male),
while the dour and short-tem�ered Els�eth Scott (a
�lum�, elderl� Human female) owns the other. 
Most items from the standard e�ui�ment list can
be  found  between  the  two  sho�s,  at  the  Castle
Kee�er’s discretion.

RESALE SHOP
Two  different  stores  in  town  bu�  and  sell  used
items, includin� some wea�ons. Vi�or Riverho��er
(an  excitable  Halflin�  male)  owns  one,  while
Meinnelda Heather�ast (a sultr� Human woman in
her  30s)  owns  the  other.  An�  items  for  sale  in
either  sho�  (sans  �otions)  are  here  for  ¾  �rice.
Items  can  be  sold  here  for  ½  their  full  �rice.
However,  used wea�ons will  break on an attack
roll of a 1, and used armor will break if hit with an
attack roll of a 20. Availabilit� of items is left to
the Castle Kee�er. 

SCRIBE
Tanta Ho�esin�er, an elderl� female Halflin�, can
translate  texts,  write  letters,  and  �rovide  other
duties  of  that  sort  (thou�h  she  can’t  make  an�
sense  of  the  text  on  the  scroll  found  in
Fallsbarrow) for reasonable �rices.

TAILOR
Illun�ii, a beautiful elven women, �rovides outfits
of �lain clothes for 1��, and middle-class clothes
for 5��.

TOOLS
Three different merchants (Dennis Blome, Gre�or�
Chetwoode, and Mar�rett Baker, all Humans with
�enerall�  �leasant  dis�ositions)  sell  a  variet�  of
mundane tools (farmin�, �ardenin�, ranchin�, and
other e�ui�ment) to the townsfolk.

WEAPON SHOP
The merchant closest to the church,  Nikodemus
Sanford (a male Human), sells the followin�.

Sa� 1�� Staff 1��
Club 5s� Slin� 5s�
Mace, li�ht 5�� Warhammer 10��

The  other  wea�on  merchant,  Kralmuk
Underbrewer (a male Dwarf), sells the followin�:

Arrows (20) 2�� Da��er 5��
Arrow (1), Da��er, silver 100��
silver ti��ed 2�� Shield,
Axe, battle 15�� medium steel 20��
Axe, hand 5�� Sword, short 15��
Bow, lon� 100�� Sword, lon� 20��
Bow, short 45�� Sword,

two-handed 40����Sample File



SStartingg Thee Adventure
Start b� readin� the followin� to the �la�ers:

Lunch  at  The  Obedient  S�uirrel  was  sur�risin�l�
�ood. Jella, the barmaid, mentioned that the �oat �or
the stew had been slau�htered �ust that mornin�. 

While �ou dined, the lot o� �ou came to realize �ou
were  all  about  to  embark  on  a  common  �uest:
collectin�  the  head  o�  Irru�,  a  kobold  tr�in�  to
establish  a  tribe  in  the  nearb�  Crimson  Caverns.
Gerran Hill�all,  a local bra��art,  came in to boast
that he and his �ellows were o� to sla� the creature as
�ou were  	nishin� u� �our  meals.  B� the  time �ou
were able to �rab �our �ear and set o�, Gerran had
�ained a hal� hour head start.  Ho�e�ull� there will
still be �lor� enou�h le�t �or �ou!

The travel to the caverns is rou�hl� a three mile hike
a�ter crossin� the river b� �err�. There’s no �ath, but
occasionall� alon� the wa� �ou s�ot si�ns o� Gerran
and his �riends’ havin� recentl� �assed thou�h. A�ter
two hours o� di
cult hikin� throu�h wooded and hill�
terrain, the trees break and in the clearin� �ou see the
mouth o� the Crimson Caverns.

Thee Caverns
A lar�e cr�stal slowl� throbs with blood-red li�ht
in  the  lower  �ortion  of  these  caves.  Streaks  of
li�ht, like veins of �recious metal, �ulse alon� with
the cr�stal throu�hout the entire com�lex, bathin�
the �lace in a dim, eerie read �low and lendin� the
caverns  their  name.  The  cr�stal  has  a  uni�ue
�ro�ert�: livin� creatures (PCs or monsters) who
die  within the caverns have a  1  in 6  chance of
risin� as a zombie in 1d4 turns.  Zombies created
in  this  manner  do  not  come  back  once  killed.
Wanderin� monsters (1 in 6 chance, check ever�
20 minutes) are 1d4+1 kobolds.

KOBOLDS
AC: 15 Lvl: 1 (d4) Size: S MV: 30’
Att: s�ear Dm�: 1d6
S�ecial: dark vision, li�ht sensitivit�
Save: P Int: Av� D: LE XP: 5+1 (8 each)
HP: 3 each

1 – Gerran From The Grave
Three  freshl�  dead  bodies  are  s�rawled  on  the
�round; the� are Gerran and his friends. The PCs
arrive  �ust  in  time  to  witness  Gerran  rise  as  a
zombie and attack them. Between them the� have
2 short swords, 1 da��er, a chain mail shirt, 2 sets
of  leather  armor,  6  torches,  50’  of  ro�e,  a
tinderbox, two full water skins, 20��, and 60s�.

GERRAN THE ZOMBIE
AC: 12 Lvl: 2 (d8) Size: M MV: 20’
Att: bash Dm�: 1d6
S�ecial: slow, undead traits
Save: P Int: Nil D: E XP: 10+2 (36)
HP: 13

2 – Watchdo�s
Four  do�-headed  kobolds,  who  are  antici�atin�
more adventurers,  will  tr�  and sur�rise  the  PCs
(CL 8). Once combat be�ins, one will flee to warn
those in Room 5. The have a total of 36c� between
them.

KOBOLDS
AC: 15 Lvl: 1 (d4) Size: S MV: 30’
Att: s�ear Dm�: 1d6
S�ecial: dark vision, li�ht sensitivit�
Save: P Int: Av� D: LE XP: 5+1
HP: 2, 2, 1, 1
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3 – Tro�h� Room
Stee� ste�s ascend 15’ to this cavern. At least one
hundred heads and skulls on s�ikes are �osted in
the  earthen  floor  of  this  cavern.  Some  are
relativel� fresh, while others are man� �ears old.
There’s a 20% chance that a PC reco�nizes one (or
more) of them. S�endin� at least twent� minutes
searchin�  reveals  a  �latinum  bracelet  worth
1,500�� which is buried su�erficiall� in the loose
dirt. 

4 – Goin� Down
The ste�s to this cavern descend 10’. A sinkhole
in the southwest corner dro�s 60’ further down to
the  lower  level  of  the  caverns.  There  is  a  ro�e
ladder of kobold make leadin� down the hole, but
it  can  onl�  su��ort  the  wei�ht  of  about  four
kobolds at  a  time.  If  an�thin� heavier  than 120
�ounds uses it, after about a 20’ decent the ladder
breaks. Roll 1d4 to determine the hei�ht at which
it broke, in tens of feet (on a 1, it breaks onl� 10’
from the bottom, on a 2 it’s 20’, etc.). A Dexterit�
save with a CL e�ual to the d4 roll will reduce the
dama�e b� half.
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5 – Ever� Last One
The ste�s to this  cavern descend 20’.  Pallets  for
slee�in�,  made  of  filth�  ra�s  and  straw,  are
scattered about. Six  kobolds defend this lair and
the three females and ten �oun� (non-combatants)
who are in here with them. Once the a��ressive
males are dealt with, the others are eas� enou�h to
dis�atch  without  combat  rolls  bein�  needed
(thou�h the�’re worth no XP). A half hour s�ent
searchin� throu�h the �allets reveals 130c�, 600s�,
and 10��. 

KOBOLDS
AC: 15 Lvl: 1 (d4) Size: S MV: 30’
Att: s�ear Dm�: 1d6
S�ecial: dark vision, li�ht sensitivit�
Save: P Int: Av� D: LE XP: 5+1
HP: 4, 3, 3, 2, 1, 1

6 – Bones
Bones from a few different creatures litter the floor
beneath  the  dro�  here.  Otherwise  this  area  is
em�t�.

7 – Just Shrooms...
The ste�s to this cavern ascend 20’.  A �atch of
�ellow stri�ed,  sweet  smellin�  mushrooms  cover
the floor of most of this cavern. If  eaten within
five minutes of bein� �icked, the� �rant the abilit�
to breathe underwater for 10-30 minutes (roll 1d3).

8 – Shrooms… And A S�ider!
It is a further 20’ ascent to this cavern. Another
�atch  of  mushrooms  �row  in  this  room,  these
white with red and �ur�le s�ots. The�’re tast�, but
have imbue no s�ecial effects.  Hidin� amon� them
is a small �iant s�ider. A bite from the s�ider forces
a Constitution save, with the effects ne�ated on a
success or takin� 1d2 dama�e on a fail. If failed, on
the next round another save must be made or a
further  1d2  dama�e  is  taken,  and 1d2 �oints  of
Stren�th are lost for 1d12 hours. 

GIANT SPIDER (SMALL)
AC: 14 Lvl: 1 (d4) Size: S MV: 10’ (climb 10’)
Att: bite Dm�: 1d4
S�ecial: �oison, web, twili�ht vision
Save: P Int: Animal D: N XP: 9+1
HP: 4

9 – Grak’s Graffiti
Scrawled in the common ton�ue alon� the western
wall are the words: 

GRAK SLEW A CREATURE HERE!

10 – An�one Have A Bobb��in?
Two  kobolds are  in  here  tr�in�  to  break  into  a
locked (CL 7)  iron chest,  which contains  300��
and  two  labeled  Potions  of  Heal  Li�ht  Wounds
(100x� each). 

KOBOLDS
AC: 15 Lvl: 1 (d4) Size: S MV: 30’
Att: s�ear Dm�: 1d6
S�ecial: dark vision, li�ht sensitivit�
Save: P Int: Av� D: LE XP: 5+1
HP: 3, 2

11 – Of Course The� Do...
From a lar�e �ile of bones near the southwest wall,
four skeletons animate and attack. Hidden amon�
the remainin� bones is a diamond worth 750��. 

SKELETONS
AC: 13 Lvl: 1 (d12) Size: M MV: 30’
Att: s�ear Dm�: 1d6
S�ecial: undead traits, resistance to �iercin� and
slashin� wea�ons
Save: P Int: Nil D: N XP: 5+1
HP: 8, 8, 6, 4 Sample File
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12 – Ribbit
A �iant toad makes its  lair here.  It  isn’t  hun�r�
and won’t attack unless the PCs �et too close.

GIANT TOAD
AC: 16 Lvl: 4 (d8) Size: L MV: 20’ (�um� 40’)
Att: bite Dm�: 1d4
S�ecial: lea�, twili�ht vision, swallow, camoufla�e
Save: P Int:  D:  XP: 190 (90+4)
HP: 25

13 – Irru�’s Chamber
The ste�s leadin� u� to this small cavern ascend a
total  of  35’.  The kobold chieftain Irru�  and his
kobold  bod��uards  can  be  found  in  this  small
cavern.  Irru� wears a �old necklace with a rub�
�endant worth 300��, and the �uards each have
36s� between them in their belt �ouches.

IRRUG
AC: 17 Lvl: 1 (d8) Size: S MV: 30’
Att: short sword Dm�: 1d6
S�ecial: dark vision, li�ht sensitivit�
Save: P Int: Av� D: LE XP: 21 (5+2)
HP: 8

KOBOLD BODYGUARDS
AC: 16 Lvl: 1 (d6) Size: S MV: 30’
Att: s�ear Dm�: 1d6
S�ecial: dark vision, li�ht sensitivit�
Save: P Int: Av� D: LE XP: 5+2
HP: 6, 5, 5, 4

14 – Calamitous Crimson Cr�stal
In the far western �ortion of this room, a four foot
tall red cr�stal �uts u� from the �round. It detects
as incredibl� evil. An� creature touchin� it must
make a CL 5 Constitution save or take 2d4 �oints
of  dama�e.  If  this  kills  a  creature,  it  rises  as  a
zombie within one minute of d�in�. It cannot be
destro�ed, at least b� an� forces available to first
level characters...

15 – Dan�erous But Worth It
The southern �ortion of this cavern slo�s down
about  10’  and is  submer�ed in  clear,  cool  water
which  a  �iant  crab calls  home.  It  won’t  �ursue
an�thin�  out  of  the  cavern,  but  is  sava�e  if  its
waters are invaded. 

In the back of the �ool, under water, is a locked
iron chest that is rusted shut (CL 7 Stren�th check
to  break  o�en;  the  rust  �revents  the  lock  from
bein�  �icked).  It  contains  2,500��,  1,700s�,  a
Potion of Gas Form (300x�), three Potions of Heal
Li�ht Wounds (100x� each), and an unlabeled vial
of T��e III �oison.

GIANT CRAB
AC: 20 Lvl: 3 (d8) Size: L MV: 20’ (swim 30’)
Att: 2 �incers Dm�: 1d6/1d6
S�ecial: crushin� �ras�, hide
Save: P Int: Animal D: N XP: 97 (40+3)
HP: 19

WWrappingg Thingss Up
Brin�in� Irru�’s head back is worth 100��, as �er
the flier. Father Coldmantle throws in a Potion of
Heal Li�ht Wounds for each PC as well (no XP as
the� were �iven, not found). Additionall�, the PCs
should each be rewarded 500XP each. 

Brink’ss Countryside
If �ou’d like to ex�and the adventures and have
�our �la�ers ex�lore the countr�side as the� travel
to  and  from  sites,  �ou  can  roll  for  random
encounters. A check should be made on the wa�
to  a  dun�eon  and  on  the  wa�  back,  with
encounters ha��enin� on a 1. Durin� the da� roll
1d6; if it’s ni�ht time roll 1d12. 

THE BRINKWOOD (1D12)
1-2  1d4 small �iant s�iders 8-9  1d4+1 bandits

3  1 black bear 10  2d4 strixes

4-5  1d6+2 �nolls 11  2d6+4 bandits

6-7  2d6+2 �oblins 12  1 valdranc
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THE HILLS (1D10)
1  1d4 small �iant s�iders 6-7  1d4+1 bandits

2-4  1 black bear 8-9  2d4 strixes

5  1d6+2 �nolls 10  2d6+4 bandits

THE GRASSLANDS (1D12)
1  1 centaur 7-8  trader (Human)

2-3  2d4+2 razorback boar 9  trader (Halflin�)

4-5  1d3 wolves 10  1d3 mountain lions

6  1d8 venomous snakes 11-12  2d4 skeletons

TTHE RELIC OF FALLSBARROW

One evenin� while the �art� is havin� dinner at 
The Obedient S�uirrel Father Stev�n bursts into 
the  common  room,  wee�in�  h�stericall�.  He 
informs all of the townsfolk �resent that Ariabelle 
has been stricken with a horrible curse, and will 
most likel� die within the week. 

If  �ressed for more details,  Stev�n ex�lains that 
Ariabelle had �one to ex�lore some ruins in the 
mountains �ust outside of Karaccia and stumbled 
across an artifact that s�read corru�tion into her 
soul �ust from lookin� at the accursed thin�. Even 
his �ious ma�ic has �roven ineffective a�ainst the 
taint. 

Two da�s will �ass after this initial exchan�e, with 
the  �eneral  mood  in  the  town  �loom�.  Father 
Coldmantle will then a��roach the �art� with an 
air of ho�e about him, and reveal that he believes 
he has found a wa� to save Ariabelle’s life. Stev�n 
ex�lains  that  lon�  a�o,  the  Church  had 
incor�orated the worshi� of a �oddess of death, 
Sra’ha, into their funerar� rites. An ancient tomb 
called Fallsbarrow was constructed near the town 
durin� that time. Then, a bit over 100 �ears a�o 
an�  worshi�  of  Sra’ha  was  outlawed,  and  so 
Fallsbarrow was sealed and fell out of use.

Father  Coldmantle  has  come  across  a  text  that 
details a relic of the Church which was sealed in 
the tomb and is rumored to be ca�able of clearin� 

an�  evil  or  malad�,  re�ardless  its  stren�th  or 
source.  Ex�lainin� that  the  Church forbids  him 
from enterin� a tem�le of Sra’ha, he im�lores the 
�art�  to  seek  out  this  relic  before  Ariabelle
succumbs to her affliction.

If the �art� doesn’t take the �ob for free, Stev�n 
will  �o  on to  offer  a  reward of  250�� �er  �art� 
member. If the PCs tr� and raise the reward, make 
an  o��osed  Charisma roll  between  the  PC and 
Stev�n;  if  the  PCs  lose,  Father  Coldmantle  will 
become incredibl�  offended and threaten to  not 
onl� seek out another �rou� for the undertakin� 
but to also have them excommunicated from the 
Church, and if the� win, he will �ust stand firm at 
250��. Pressin� the matter will cause him to lose 
his tem�er and demand the� leave his �resence. 
He will seek out another �rou� to hel�, and be�in 
the �rocess of excommunication from the Church 
for  an�  PCs  who  are  members.  This  will,  of 
course,  end this adventure.  While harsh, Stev�n 
loves Ariabelle as a dau�hter and is runnin� on 
emotions,  not  rational  thou�h.  Assumin�  the 
�art�  a�rees  to  hel�,  the�  should  set  out  west
towards Fallsbarrow the same da�.

The entrance to the cr��t is located �ust a bit over 
two miles west of town, amidst rollin�, �rass� hills. 
A once �roud-�et-sim�le mausoleum, 20’ wide b� 
40’  dee�,  stands mostl�  in ruins and com�letel� 
overtaken b� weeds and wild flowers. Towards the 
rear  of  the  structure  are  stairs  that  lead  down 
almost 100’ into the darkness.

Fallsbarrow – Level One
Ceilin�s are about 12’ tall, unless otherwise noted. 
Hallwa�s  arch  to  a  hei�ht  of  10’  in  the  center. 
Man� of the rooms have burial niches, about 2’ 
wide,  1’  tall,  and 6’  dee� carved into  the  walls; 
rooms with this feature note their contents. Also, 
unless noted, the interior of Fallsbarrow is �itch 
black as it’s  over thirt� �ards under�round; PCs 
without dark vision will need a li�ht source. There 
are no wanderin� monsters on the first level.Sample File




